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/ op k for this seal on all softivare and accessorles 

for your Nintendo Entertainment System. it repre 
smts Nintendo’s commitment to bringing you only 

the highest quality products. items not carrying 

this seal have not been approved by 
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Nintendo, and are not guaranteed jq 
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to meet our standards a] 

excellence in workmanship 

reliability and most of all, 

entertainment value. 
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Thank you for selecting the Nintendo^' Entertainment System Hogan's 
Alley™ Pek.This game requires theZapper™ Light Gun Attachment. 

08JECT OF THE GAME/GAME DESCRIPTION 
Dp you have what it takes to he an agent? 
Test your skills, using the Zipper, ip Hogan's Alley. There are thra# quick- 
draw games to choose from: First practice making split second identification 
of the gangsters in a line-up. Next, move into the streets wheir& enemy targets 
can pop op from anywhere, then show'em your stuff in the Trick Shoot, 
rapid fire round for only the toughest G-men. 

l! 

Please read this instruction booklet to ensure proper handling of your new game, 
and then save the booklet for future reference 

1. PRECAUTIONS 
1) This is a high precision game, It should not be stored in places that are very 

hot or cold. N&ver hit or drop it. Do not take it apart. 
21 Avoid touching the connectors, do not get them wet or dirty. Doing so may 

damage the game. 
3] Do not dean -with benzene, paint thinner, alcohol or other such solvents. 
4) Read the instruction booklet for the Zapper thoroughly. 

Nett; In thg interest of product i m pr p ve m t rn r Nintendo EftttrtBinmant System specificarions: 
antf design are subject to change without prior notice. 

(frtg&B Nintendo 
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2. CONNECTING THE ZAPPER TO THE NINTENDO 

Game Pak 

TV 

Nintendo Entertainment System Control Deck 

.1 

_ 

ENTERTAINMENT SYSTEM CONTROL DECK 

Li! 5 
HiaihcFL-ilij 

tapper 
(NES-D05> 

Socket 
Cord 

Connector 

Insert the tapper's connector into the Controller sockets 

A 



3- NAMES OF CONTROLLER PARTS 
AND OPERATING INSTRUCTIONS 

Control ter 1 Controller 1 - For START/SELECT 

^ Control pad 
A button 

not used. 
not used. 

!5 A icr iriPi 

not usee 
A button 
R button 

STAR] button 
SELECT button 

■O'Control 

SELECT button 
When this button is pressed, the arrow (-*■) on the 

arrows with the game screen moves, 
you wish to play 
Came selection is also possible with the tapper. ■: .m h I *1 

■ i 11 n i i * 
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ft I it Si 
j -a.hi m START button 

Press this button to begin. Starting is also possible with 
the Zapper. 

TCM 1 

tiJ'HM MXHICMKI CU-l "P- 

Pause i 
If you wish to interrupt pisy in the midrib of a game, press the START but ton. 
The pause tone will sound, and the game will stop. Press the START but ion again 
when you wish to continue play. The game will continue from where you left off. 
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4 
The TOP SCORE will disappear if the reset switch is pressed or the power switch 

l. OPERATING THE ZAPPER * 

Target range; approx, 6 feet 
The target range depends somewhat on the sii'e of 
your TV. 

Adjusting the TV screen 
The TV screen must have its contrast and brightness 
adjusted properly for this game. If not, shots may 
not hit the targets. 

Selecting and starting games with the Zapper 
Point the Zapper away from the screen with the 

game menu displayed, and shoot. The arrow ! ->) 
move. 

+ 
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Line up the sir row M w^th the game you wish tc 
play, and then shoot directly at the screen. The [ 

1 will start. se 
The game menu is replaced by a game demonstration sequence after a get period 
of time. II this happens, shoot the Zapper to bring back the title screen, and 
then make your selection. 
Some TVs may not be adjusted properly for the game. Please adjust the picture 
controls if the game doesn't start when the Zapper 's fired at the screen. 
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a HO W TO PL A Y 
The people who appear on the panels in Game A and Game B ere introduced in 
the demoosU a linn sequence. 
Three of the fleshing panels are gangsters — shoot them as quickly as you can, 
The other panels are of a lady, a professor and a policeman - people you must 

Gangslftr C 
2.300 pis. 

Lb d y Pr Dfesso ■ 
1.000 pts. 

Game A (H 
Find the gangster from among the panels,, and shoot 
him. 

Three panels will appear facing sideways. 
• A: I three panels will turn toward the front at the 

same time. Find the gangster, and shoot him. 
• If the panel is hit rust right, it wi I turn around. Placeman 

7 

shoot anyone other than a gangster, the pane! 
you shoot will flash, and you will he penalised with 
a 

• You will also be penalized with a MISS if you fail 
to shoot a gangster that has appeared. 

• The display on the top of the screen indicates the 
number of seconds that the panels face forward, 

• The people drawn on the panels {gangsters, the lady, 
the professor and the poriceman) and their positions 
change continuously, calling for quick judgement. 

• As you advance to later rounds the disp'ay time 
(seconds) for the panels shortens, and so the diffi¬ 
culty increases. MISS display Round 

Game B {Hogan's Alley B)‘ 
Find the gangsters from among the panels that appear in the windows of the 
buildings or from out of the shadows, and shoot them. 
• This game is played in the same way as Gama A: shoot only the panels that have 

gangsters drawn on tham. 
• Five panels wil appear in the windows or out of the shadows in aach scene; how¬ 

ever, their positions and the order in which Ehey appear vary, 
• The scene will change five times. 

in each scene. Five scenes (composed of 25 panels) make up one round. 
If there are no MISSES, five panels will appear 

3 



* As the rounds prepress, the panels will move more quick ty $nd will forward 
for shorter periods of time, making ptay more difficult, 

Sotrw 2 

Game C (Trick Shooting): 
Shoot the cans as they are thrown, keeping them in 
the air and guiding them onto the platforms at the 

Platform 

left. 
• Cans are thrown in from the right side of the 

screen, so shoot E 
• Ef you hit a can, it will fly up, 
• Keep shooting at the cans to keep them in the ait, 

and guide them- onto the platforms at the left. 
• The points for each platform am displayed at the 

platform. The points will flash, and be added to 
your score whenever you get a can onto one of the 
platforms. 

• You are penalized a MISS if a can falls to the bot- ^lfi[Y o ^rarr Hound 
MJSS i sj> I a y tom of the screen before reaching a platform, 

9 

• You can avoid MISSES by placing cans on the safety platform, 
but you wooT get a very high score. 

• Five cans will be thrown out for each round., 
i ~ey will be thrown from various directions, 

• The cans move faster with each round. 

Scoring 

Games A and B: 
The points you receive depend on which gangster pane" you hit. 
Game C: 
The points shown at the platform where you land the can are added to your score. 

Ending the games 
Game A: 
The game will end when you hswe been penalized with more than 10 MISSES. 
Games B and C: 
The game will end when you have been penalized with more than IQ MISSES, 
even if you are in the middle of a round. 

ia 



COMPLIANCE WITH FCC REGULA770A/S 
* his equipment generates and uses radio frequency energy and if not installed and 
used properly, that It, In strict accordance with the manufacturer's instructions„ 
may cause interference to radio and television reception. It has. been type tested 
and found to comply with tbe- limiis fa? a Class 8 computing device in accordance 
with the specifications in Subpart J of Part 15- of FCC Rules, which are designed 
to provide reasonable protection against such interference in a residential instal¬ 
lation. However, there is no guarantee that interference will not occur in a parth 
cular installation, If this equipment does cause interference to radio or television 
reception, which can he determined by turning the equipment off and on, tbs user 
is encouraged to try to correct the interference by one or more of the following 
measures! 

— R eor ien t the rec e i v I ng an ten na 
— Relocate the NES with respect to the receiver 
— Move the NES away from the receiver 
— Plug the NtS into a different outlet so that computer and receiver are on 

dtfteient circuits. 
if necessary, the user should consult the dealer or an experienced radio/television 
technician for additional suggestions. The uner may find the following booklet 
prepared by the Federal Communications Commission helpful: 

Howto Identify and Resolve Radio-TV Interference Problems. 
This booklet is available from the U.S, Government Printing Office, Washington 
DX. 20402, Stock Mo. 004 GOO-00345-4. 
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MEMO 
90-DAY LIMITED WARRANTY NINTENDO GAME PAK3 

93 DAY LIMITED WARRANTY. n ERA inn AFTER EXPIRATION op Nahh.vNYY: 

NilllCftda Ol AmtrkJ Int. 11 iIE- V.11": "" wy .Hi If- lO Ita ilTqjiMl 
CiMn-umpr pvchnnpr »hp| lh 5 Nirirndg tint PbM ‘."PrtK‘'i Inot 

-■eluding fiamt R.ik Aecessario.. or Hobn- AccckiOr ai| -;h;- be 
free Ir^-m dpTeeli ^ mplHrih: grid wprl msn^h ej for g r,:-T' IUC* oT 

90 diyi tronn dm a or pur-thtsa. IF ,1 defter eavtiod by chii ■«r- 
rfiiifcv -iKKiira duiiisy I nil TMl-rbiv *-vhp*r sin. Nintendo fill 
repi-.ror rtpiaet’hc FAK, ar inop-ion, Irtc of e-lii fl.. 

:l lliH FAK" i!m«Hxipa H [ii iiHhit- ihfl £l'l-:l:iy i^invi-.ly per^q, 
Vou may co-man the FvinMfidn Consumer Sbsuitd Dnpum-wi1,! 
ul •.In: ;.i!ii. 'id iiiiiriliM- i--.iIkil hIm's-.'i if I hi Niihpncla r.1 r>.■:■ i.' -">-h- 

nicwn r ijnedit w salve rhe pr^bcm byp hw>t.. ha may Pr-ovid# 
Ylxj Rt Ini I* Hii li--:i: rril :nr -1nirfcixr. Vr>j mny ihi-n n-c^rr 

rMs numlxs &-■ ihe ouTside packaging ol she □ c-1c:c113AK and 
iE-lui-n lhs i:i l>-:.l:vi- FAK Irnirfnh pir*-|:-.hi■: Ninlwni;pr-rn;;Wing 

:■ cticck o mrr-v order for 51D 03 payable -a Mir isndo ol 
A-nwicH Inn N nhindo f.-, i. 31 .15 np-iiijr.. pjtjcT1: to rhe condi- 
rlnrw ;• bes- njj*lr the PAX nr rap He* i: nidi a dm m ineaiiid 
PAK \i r-«p .jr-jrr^nl PAK$ «th not available, IN' dHaCI’Ue1 PAK 

Vs" * 11 lx returned and the 5 i 3.1:0 p-a y riu n e r id ia ri eeri. 

TO -4££iVE: l-riil kyhi i JnIv ttrv^d: 

1. QD NOT PI ui n yP-Lt; ■.!.t:::I :«i: Rh-i'ih I'nh fcrt ihu :a|#ilur 

2. Notify :I*C Nirtiando Cu 111 u in* 1 St.vii:. Dapif1m#-il 
0^ ihfl arnt. im -Mi/i-inr| M r rimy St'VltC by Miinu 
OUEiitfc WEcih ilidLw 5l-lK ODOI 4-?J.?nS5. i:t Irr.iHn 

Wash iflfior Stair (SO&i &9z 2fi-10. Our t>ort5ijrrcr Hc^ ce- 
□ ■V-- !h'h:i: ii 111 M|jHialiciM 11 i:ir Rifl-Fi A M 11: -1 i'il'.- P r/ 

PtiEi^iP I tip. Vondey rhrnjph Friday. 

Wfl. 3 R A Tv 7 '■■ LIMTA- f ‘-!!v. 

AM V A.PF _ Ch 3 LE E VIP L 5D iVAR RAMTI =3 INCs UrilNG 
^VAftPANTIES O' MERCHANTABILITY AriD FITNESS FOh 
A PART CL LAP PURFOFiE, ARE H5PFRY IIMiTEO T& 
NINETY DAYS 1 HOW THE L:A I-L Oh PURtHASE AND ARE 
SUS.-EET TO TH-E CON Di Tl CtNS SET FfiRTh- HERRIN 
nD Event SHALL nintsnm he liaeile for conee 
QLENT:AL OR INCIDENTA. DAMft^FS RESULTING 
: RU^l THE 3F EAC-H OF AN Y EXPRESS OR IMFLi ED WAR 
KANTlFS. 

3. If ib* N.mends oeriSee tcehniciso A om.itle 10 soLt Ehc 
pi-(a 111 uni hy I^Ji'H 11 h Lxil VPM ^ i 1H a Fl er 1.: «■ r, 
Auiho !iai on rrjmbnr. Einiplv raeord -hi iwmbEir o ■ Hu- 
i.:uH.i:Ih |\u:Mg:ri| H your di^r^iVf iPAR.. smj mu m your 
PAK Irz-ghl pr-jpjic.il VOur I isAor :Ihm HyL. I-ulhI-ii ■ ■*: i s 

yo=ir rai^s N 3 or sifnMar proor-ci'-pu-mhast Wl’h ^ EhC HD 
dav Mf-ran 1 v pin :od Lu: Thy p-o¥¥onr oT this ^&rranrv err d ^ ii-c Unhcd Su-ics 

only. fluH'r# Jltluj do 11 ll■ :->.i :niit*liani an haw Iikij 

nsiird f^rrev-.i,y L^cns or q^Glwon o*. c^xquenrls! nr .ncl- 

dancs -Js. II.■ -JL-.. -.:i ihL abOwt ! -milul»Siia .1: :I WulukiCi'i 111117 nQI 
:'uniy 1o you Hij rarramy giws you legal ^igtm^ and 
you rftJV alba ruvl- lilhtr riahEI TfTiVih vary Ti't-rVi :-EUh I:i rIhek 

N ii>!.r-■ kIT: Ol 4-iik-::ii ; in: 

NCS Consurner Serylce- Dspar-ment 
4R3E- ISOLh Alt',jL1 N.E. 

Redmond. WA fiftabi 
This werran-v shall nal apply •+ ^hc PAK h*^ bwn damapjec by 

I'niNli^i'L:A JiiitHitl. UI'UiaAinUA :iih. -im:i ! 1! i: . 1. 1:-~i. lHin;iw : 111 

or oy othrr cons« Mrvrqlgted ti> ddiKilur materlalE ar ^arkirun- 
*lji. 


